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ARCHERY 


Object: Score the highest number of points. The closer your arrow 
hits to center of the target, the higher the point value. In each archery 
event you shoot a total of 12 arrows in sets of three. You have 30 
seconds to shoot three arrows. 

ACTION KEYPAD JOYSTICK 

Pull String Back Hold down Enter Hold down Button 1 

Aim Arrow Use arrow keys to align Use to align crosshairs 

crosshairs on target on target 

Release Arrow Release Enter Release Button 1 


EQUESTRIAN 

Object: Ride your horse through a course consisting of 16 obstacles. 
Penalties for faults and errors are added to overall time. The eques¬ 
trian who completes the course in the shortest amount of time wins. 

ACTION 

KEYPAD 

JOYSTICK 

Start Gallop 

Press Enter 

Push Button 1 

Prod Horse to 
Gallop Faster 

Press up arrow key 

Push up 

Slow Horse 

Press down arrow key 

Pull back 

Veer Left 

Press left arrow key 

Push left 

Veer Right 

Press right arrow key 

Push right 

Jump 

Press Backspace 
or Spacebar 

Press Button 1 


KAYAKING 


Object: Complete the treacherous 1 kilometer course, steering be¬ 
tween pairs of gates, in fastest possible time. 


ACTION 

KEYPAD 

JOYSTICK 

Start 

Press Enter 

Push up 

Paddle 

Press and hold 

up arrow key 

Push up and hold 

Steer Left 

Left arrow key 

Push left 

Steer Right 

Right arrow key 

Push right 

Sharp Left 

Press and hold Enter 
or 5 on keypad and 
press left arrow key 

Hold down Button 1 
and push left 

Sharp Right 

Press and hold Enter 
or 5 on keypad and 
press right arrow key 

Hold down Button 1 
and push right 


400 METER HURDLES 


Object: Complete one lap around the oval track jumping over ten 
hurdles without knocking them down in fastest possible time. 


ACTION 

KEYPAD 

JOYSTICK 

Start 

Press Enter 

Push Button 1 

Sprint 

Repeatedly press 

Press Button 1 


Enter or 5 on keypad 

repeatedly 

Leap 

Press Backspace 
or Spacebar 

Press Button 2 


POLE VA ULTING 

Object: Clear a 

crossbar placed at specified height by planting a pole 

into the ground and using it to spring over the bar. You get three tries 
at each height (tournament mode). Whoever clears the highest bar 

wins. 



ACTION 

KEYPAD 

JOYSTICK 

Start 

Press Enter 

Push Button 1 

Fast 

Repeatedly press 

Press Button 1 

Approach 

Enter or 5 on keypad 

repeatedly 

Lower Pole 

Hold down Backspace 

Hold down Button 2 

and Spring 

or Spacebar 


Release Pole 

Release Backspace 
or Spacebar 

Release Button 2 


HIGH JUMP 

Object: Clear the crossbar at a specified height. You get three tries at 
each height (tournament mode). Whoever clears the highest bar 

wins. 



ACTION 

KEYPAD 

JOYSTICK 

Start 

Press Enter 

Push Button 1 

Fast 

Repeatedly Press 

Press Button 1 

Approach 

Enter or 5 on keypad 

repeatedly 

Spring 

Hold down Backspace 
or Spacebar 

Hold down Button 2 

Flop Over Bar 

Release Backspace 
or Spacebar 

Release Button 2 



























JAVELIN 


Object: Throw the javelin farther than anyone else. The angle meter 
starts moving when you begin your wind-up. When you release the 
javelin, it will be thrown at the angle the meter indicated at the 
moment of release. 

ACTION 

KEYPAD 

JOYSTICK 

Start Running 

Press Enter 

Push Button 1 

Fast 

Approach 

Repeatedly press 

Enter or 5 on keypad 

Press Button 1 
repeatedly ' 

Start Wind-Up 

Hold down Backspace 
or Spacebar 

Hold down Button 2 

Release 

Release Backspace 
or Spacebar 

Release Button 2 


CYCLING 

Object: Complete four laps around the oval 
time. 

track in fastest possible 

ACTION 

KEYPAD 

JOYSTICK 

Start 

Press Enter 

Push Button 1 

Pedal 

Repeatedly press 

Enter or 5 on keypad 

Press Button 1 
repeatedly 

Steer left 

Left arrow key 

Push left 

Steer right 

Right arrow key 

Push right 
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